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deliver  1 1 0%  in  the  creation  pro- 
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lines.  This  is  one  of  my  favorite  articles. 

Drawing  Dynamic  Comics  is  recommended  to  any¬ 
one  wanting  to  learn  more  about  the  creative  process 
of  comic  books.  Andy  has  packed  so  much  informa¬ 
tion  in  this  one  great  book  you  just  keep  coming  back 
again  and  again  to  look,  learn  and  enjoy. 

Passing  Comments:  This  is  the  first  time  I’ve  seen 
an  illustrator  break  down  the  illustrated  workings  of 
how  to  illustrate  the  human  lips. 

can  only  hope  that  he  has  saved  a  little  for  a  follow  up 


DRAWING  DYNAMIC  COMICS 
By  Andy  Smith 

144  pages.  50  color  and  300  black  and  white  illustrations. 
Published  by  Watson-Guptill  Publications 
ISBN  0-8230-0312-4 

This  book  offers  a  fresh  look  at  how  to  illustrate 
comic  books.  Andy  Smith  has  illustrated  and  inked 
thousands  of  pages  over  the  years,  his  most  recent  work 
can  be  seen  on  DC’s  Green  Lantern  and  the  upcoming 
CrossGen  series  The  First.  In  this  book  he  has  opened 

Drawing  Dynamic  Comics  offers  a  lot  more  then 
just  a  few  pretty  pictures.  At  the  beginning  Andy  hits 
us  with  “  Form,  Rendering  and  Perspective”,  showing 

his  easy  step-by-step  instructions  for  drawing  figures 
with  correct  proportions  and  anatomy,  as  well  as  tech¬ 
niques  for  drawing  heads  and  faces. 

He’s  a  master  at  those  muscle  bound  heroes.  Andy 
then  passes  along  tips  on  drawing  clothing  and  cos- 

The  book  is  just  jam  -  packed  with  great  art,  as  Andy 
then  gets  some  of  the  top  names  in  the  industry  to  il¬ 
lustrate  his  creation  First  Man  to  demonstrate  stylistic 
differences. 

Then  he  cuts  loose  some  of  the  top  inkers  in  the 
comic  book  industry,  inking  the  same  piece  of  artwork 
to  show  how  they  interpreted  the  various  pencilers’ 


Don’t  confuse  REINVENTING  COMICS  with 
Scott’s  UNDERSTANDING  COMICS.  Both  books  are 
completely  different  chapters  in  the  development  of  the 
comic  book  industry.  Here  Scott  shares  his  boundless 
knowledge  on  the  industry  of  comic  books,  then  his 
beliefs  on  the  direction  the  industry  is  heading.  In  RE¬ 
INVENTING  COMICS,  Scott  discusses  the  possible 
moves  from  the  printed  page  to  the  internet  or  beyond. 

REINVENTING  COMICS  is  a  great  read  for  any  ere- 


This  is  the  part  where  we  find  out  who  is 
gonna  stand  and  deliver  and  who’s  gonna 


run  and  hide. 


part  when  the  handful  of  tough  good  guys 
starts  walking  down  the  dusty  street  to  face 
off  with  the  really  nasty  bad  guys. 

This  is  the  last  stand. 

to  that  last  stand.  This  is  the  part  where 


you  have  to  be  ready  to  keep  pushing 
that  fat  lady  up  the  ladder  yourself. 


Choose  to  walk  down  that  dusty  street  and  meet 
the  bad  guys  in  whatever  form  they  appear. 


nventions,  shows,  and  local  stores,  take 


— 


The  Universe  at  Your  Finger  Tips 
Thoughts  on  Scripting 
Comic  Books 


;  started  getting  questions 
>  let’s  dive  into  the  mailbag  and 


mind.  We  have  a  concept  (copyrighted, 

basically  “I,  Claudius”  within  a  super¬ 
hero  team.  But  be  careful  how  you  play 
this  game.  If  you  propose  doing  ‘The 
X-Men  with  a  (fill-in-the-blank)  twist,” 


Ion’ t  have  the  original  let 


readers.  What’s  the  twist?  Where  is  I 
emotional  wallop?  What  is  t 
discovery  or  revelation  that  will  ma 
your  story  a  must-read? 


mini-series,  back  story,  or 
(especially  what?).  But  present  all  of  those  details 
itertaining  package.  In 


if  you’re  afraid  of  looking  like  an  i 

Remember  what  you’re  doing 
isn’t  really  summarizing  your  story, 
but  SELLING  it. 


that’s  novel  and  intriguing  in  a  comic- 

In  short,  though,  just  imagine  that 
you’re  scripting  a  movie  trailer  about 
your  comic  book  and  hear  what  that 

make  those  $7  just  fly  out  of  your  wallet 

little  paws  because  you  just  HAVE  to 
see  the  “movie”  you’re  describing. 


addition  to  selling  Once  ) 


to  that  editor),  here’s  what  I  suggest... 
Remember  what  you’re  doing  isn’t 

SELLING  it.  So  give  the  editor  (in  as 


synopsis,  you’re  probably  not  going 
be  able  to  entertain  the  readers  wi 
your  story.  It’s  happened  before  th 


seriously  interested,  ar 
Above  all,  though,  kei 


already  got  a  pile  of  hundreds  of 


to  buy  your  story.  What  makes  your 
ideas  so  good  and  unique  that  this  editor 


ignored  by  very  busy  editors,  you  might 
include  a  few  background  details  about 
yourself  —  your  credits  and  enough 
personal  info  to  make  the  editor  feel 


fallen  into  of  trying  to  work  out  i 
little  snags  in  your  story  right  th< 
the  page  as  you  explain  it  to  the  < 


questions  and  problems  unaddressed, 
but  don’t  spend  time  on  anything  that 


But  a  bible  can  also  do  the  opposite. 
It  can  serve  as  a  pep  talk  and  a  source 
of  inspiration. 
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SKETCH  MAGAZINE  •  BACK  ISSUES  •  CLUB  BLUE  MEMBERSHIP 

Sketch  Magazine 
provides  valuable 
information  for  comic 
book  creators, 
including  tips  on 
writing,  penciling, 
inking,  lettering, 
computer  coloring 
and  other  technical 
aspects  of  the  comic 
profession. 

For  $35.70  a  year  you  can  receive  valuable  information 
for  comic  book  creators,  including  tips  on  writing, 
penciling, inking,  lettering,  computer  coloring  and  other 
technical  aspects  of  the  comic  profession.  There  are  also 


Not  only  do  you  get  six  issues  of  Sketch  Magazine,  which 

collectibles  and  very  affordable  art  supplies  -  each 
subscriber  receive  a  FF?EE“Club  Blue”  membership,  15% 
off  all  your  Blue  Line  art  supply  purchases,  $15  discount 
coupon  toward  your  next  art  supply  purchase,  A  FREE 

members  only  merchandise  and  convention  only 
collectibles  for  "Club  Blue”  members  only  and  much  more. 


SUBSCRIBE  TODAY! 
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FM  International,  Inc. 
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book  LITTLE  WHITE  MOUSE, 
published  by  Caliber  Comics, 

Kalamazoo,  Michigan, 

See  more  of  Pauls  work  at 
www.littlewhitemouse.com. 


BEHIND  THE  PANELS: 

Parts  Unknown  -  The  Pin-up! 


Welcome  to  the  first  installment  of  of  the  character(s). 
vhat  I  hope  to  be  a  regular  feature  I  was  offered  the  task  of  creating 
or  this  magazine  (if  my  hectic  artwork  as  a  pin-up  illustration  tor  the 
reelance  schedule  allows  it).  In  this  comic  book  Parts  Unknown.  I  was 
basically  free  to  do  whatever  I  chose, 


new  feature,  we'll  be  looking 
creation  process,  step  by  step,  of  and  aft 
comicartand  related  illustration.  First  before 


is  published  by  Image, 


Unknown. 

Boot  Camp 


if  you're  thinking  of  the  pages  stapled 
together  in  the  middle  of  certain  men’s 
magazines,  you’re  actually  kind  of  possibility  of 


Fresh  Tendrils  and 
a  Splice  of  Spacejam 

I  wanted  to  do  a  unique  kind  of 
pin-up  concept  for  Beau  Smith,  the 
creator  of  Parts  Unknown.  I  thought 
he  might  already  be  getting  a  number 


mind  out  of  the  gutter.and  make  more 
renting  space  there).The  term  started 


iposition.  I 
wanted  to  try  a  different  angle. 

movies  (both  good  and  bad  ones), 
this  comic  book  was  right  up  my  alley. 
It  had  shape-changing,  sex  hungry 


overseas,  longing  for  female 
companionship,  would  actually  tear 
the  pages  of  photographed  models  cmnching'a'ction, andenough 
from  magazines  and  pin  them  up  in  hardware  that  would  make 
theirbarracks  (orwherever).The  post  Robocop  smi|e. 
war  pin-up  craze  really  took  off,  and  My  p!an  was  t0  make  my 
the  term  was  associated  with  popular  i||ustration  work  as  a  homage 
models  like  Bettie  Page. 


showcase  for  a  particular  book’s 


style  in  their  comic  book.  This  is  also 
a  chance  for  the  artist  to  show  off  their 
dynamic  talent  and  particular  vision 


1 950’s  sci-fi  and  horror  B-film  posters 
with  taglines  and  a  classic 
composition.  But  I  also  wanted  to  give 
it  a  modern  edge  and  make  it  unique 
and  as  dynamic  as  possible  in  my 
own  style. 

Roughin’  It 

My  first  step  in  creating  this  movie 
poster  pin-up  was  to  find  the  right 
started  by  drawing  a 
rough  sketches,  or 
n  my  sketch  book. 


mistress  Cynthia,  the  focus  of  th 
illustration.  I  have  our  lead  heroes, 
Lucci  and  Spurr,  playing  a  supporting 


characters,  giving  more  emphasis  to 
the  alien  bad  guy.  With  the  other  three 
characters,  I  used  a  tier  or  pyramid 
design  which  gives  more  focus  to 
Lucci  in  the  center.  Being  caught 
between  the  two  pin-up  designs,  I 
decided  to  explore  both 
simultaneously  until  one  felt  more 


cases,  as  I  did  with  his  project,  I 
actually  enlarge  the  small,  rough 


tightening  up  the  overall  composition 
by  adding  more  detail  and  making  my 
drawing  stronger.  In  this  new  layer  of 
penciling,  working  on  the  lightbox 

composition  consistent  as  I  work  from 

As  shown  in  Example  C,  I  begin 
the  process  of  'fleshing  in’  the 
drawing  by  adding  more  form  to  the 

Though  initially  I  was  partial  to  this 
composition,  at  this  point  I  felt  I  was 

poster  design  I  originally  envisioned. 

Switching  gears,  I  moved  onto  my 
second  design.  Using  the  same 
technique  with  my  lightbox,  I  began 
reworking  the  concept  larger  on  my 
Blue  Line  Pro  bristol  board. 

Looking  at  Example  D,  I  kept  this 
larger  sketch  a  bit  looser  than  Ex.  C 
because  I  was  still  trying  to  figure  out 
the  positioning  of  type  and  of  the 

In  Example  E,  I  finally  started 
roughing  in  more  of  the  drawing  in 
regards  to  the  characters  and  other 
details.  I  became  much  more 
conifdent  about  this  rough  sketch  and 
finally  felt  I  had  my  B-movie  poster 
concept  nailed  down. 

Tighter  and  Tighter 

In  this  third  layer  of  penciling,  I 
have  tightened  up  the  drawing  and 
cleaned  it  up  quite  a  bit  by  using  my 
lightbox  again  over  the  second  rough. 

Ex.  E.  Giving  my  characters 
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DIGITIAL  COLORING 


Digital  Coloring: 

KIGKUGKTS  AWD 


By  Chris  Riley 

In  this  month's  installment 
we’ll  go  a  little  more  in  depth  than 
the  last  two  issues'  columns.  We 
will  be  discussing: 

1.  How  to  use  highlights  on  your 
color  images  to  add  depth  and 
contrast. 

2.  How  to  convert  line  art  to  color 
line  art. 

3.  How  to  set  up  a  swatch  palette. 

First  I  would  like  to  comment 
on  the  response  we  have 
received  here  at  Sketch 
magazine  about  the  digital 
coloring  column.  I  would  like  to 
give  a  big  thank  you  to  everyone 
who  has  sent  me  e-mails  and 
letters  about  Digital  Coloring.  See 
the  new  letters  column  in  this 
issue  for  responses  to  your 
questions  and  comments. 

Going  into  the  Light(s) 

The  best  way  to  make  your 
coloring  and  the  artwork  jump  off 
the  page  is  to  add  realism.  When 
you  are  working  on  a  cover,  a 
splash  page,  or  even  just  a  kick 
@$$  action  scene  that  you  really 
want  to  grab  the  reader’s  eye; 
remember  to  add  white 
highlights.  I’m  not  talking  about 


COWVBaSlOWS 


a  simple  30%  screen  of  a  color, 
I’m  talking  about  a  100%  white 
highlight.  The  kind  that  you  would 
see  if  you  had  a  huge  spotlight 
shining  on  your  character  or 
scene.  The  kind  that  would  leave 
shadows  so  dark  they  almost 
blend  together.  There  are  a  few 
colorists  out  there  in  the  industry 
doing  an  outstanding  job  with  this 
technique.  One  of  the  coloring 
companies  to  take  this  digital 
technique  to  the  next  level  is 


Liquid  Graphics,  created  by 
Christian  Lichtner  and  Aron 
Lusen.  Definitely  check  out  the 
work  they  are  doing  for  Top  Cow 
and  Marvel.  Before  we  jump  into 
it  here,  I  want  to  mention  that  you 
should  not  limit  yourself  to  other 
digital  colorists  for  inspiration. 
Some  of  the  best  color 
techniques  you  can  pick  up  are 
found  in  the  art  of  painters,  such 
as  Alex  Ross.  The  next  time  you 
see  one  of  his  paintings  take  a 
closer  look  and  see  what  really 

super  bright  highlights  that  he 
uses.  John  Bolton,  Travis 
Charest,  Tony  Harris,  and 
Moebius  are  a  few  others  that 


FIG.  1  ORIGINAL  ARTWORK  FOR  SCANNING 


2.  To  add  immediate  depth  to  the  bricks  I 
airbrushed  in  a  dark  area  between  each 
individual  brick.  See  Fig.2. 

3.  Now  zoom  in  on  one  of  the  bricks.  Using  the 
lasso  tool  select  a  small  section  of  the  brick 
on  its  right  side  and  fill  it  with  10%  white  as 

4.  Now  using  a  small  (28pixels),  soft  (hardness 
0%),  10-20%  white  airbrush;  lightly  glide  over 
the  brick  on  its  farthest  right  side  while  it  is 
still  selected.  Do  this  repeatedly  until  you  get 
the  desired  effect  and  repeat  it  for  each  brick. 

Note:  Because  the  light  source  in  this  image 
is  coming  from  the  right,  you  will  want  to  vary  the 
highlights  that  you  add  to  the  brick  as  you  get 
further  to  the  left.  Notice  how  I  actually  darkened 

Fig.5. 

This  is  a  very  stripped  down  description  of 
highlighting.  Remember,  you  have  to  start  out 
small  and  build  your  way  up  to  bigger  things.  This 


FIG.  3 
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highlighting  technique  can  be  applied  to  almost 
anything  from  skin  to  hair  or  even  metal.  You  have 
to  make  sure  your  highlight  does  not  look  out  of 
place.  By  using  a  combination  of  feathering  and 
hard  lines,  the  effect  can  be  pulled  off.  See  Fig. 6. 


Color  Line  Art 

What  is  Color  Line  Art? 

Color  line  art  is  the  effect  of  converting  black 
line  art  to  a  specific  color  or  screen. 

Why  would  you  ever  want  to  use  color  line  art? 

Some  of  the  best  reasons  or  places  to  do  this 
are  explosions,  fire,  energy  blast,  smoke,  sound 
effects,  distant  background  images,  and  hair  (See 
Fig.7).  It  can  really  make  the  action  happening 
inside  a  panel  jump  out  at  you.  This  can  be  done 
the  right  way  or  the  wrong  way.  Wrong  ways  would 
be  using  color  schemes  that  do  not  match  or  look 
unnatural,  and  using  the  effect  too  much  on  one 
page.  The  right  way  would  be  using  colors  that  are 
subtle  but  effective. 


1 .  If  you  are  using  the  layer  technique  to  color  your 
image  you  should  have  the  Line  Art  Layer 
selected  (see  Sketch  #1&2).  Zoom  in  on  the 
area  that  you  want  to  convert  and  lasso  the 
entire  area,  including  the  open  areas  in  between 

2.  Now,  using  the  magic  wand  and  holding  down 
the  alt  key  (or  option  key  for  Mac  users),  click 
in  the  open  areas  around  the  black  line  art. 
What  you  are  doing  here  is  deselecting  the 
areas  we  do  not  want  to  be  affected  and  leaving 
only  the  line  art  that  we  want  to  color. 

3.  Now  fill  the  selected  line  art  with  your  color  of 

As  with  any  Photoshop  effect  this  is  something 
that  needs  to  be  played  around  with.  Look  at  what 
other  people  are  doing  and  see  what  is  and  is  not 
working. 


FIG.  5 


The  Swatch  Palette 

Setting  up  a  swatch  palette  can  help  you  save 
time  and  keep  your  coloring  on  a  project  consistent. 
If  you  are  doing  work  for  a  monthly  book  you  will 


se  the  S£ 


)r  anything  el 


:  to  make  sure  the  Swatch 
is  open.  It  is  usually  on  the  right  hand 
side  of  the  screen  among  the  other  floating 
palettes.  If  it  is  not  there,  select  the  Window  drop 
down  menu  and  click  on  Show  Swatches. 

2.  With  the  color  you  want  to  save  selected  move 
the  mouse  over  top  of  the  Swatches  Palette. 
Notice  when  you  move  it  over  an  empty  area 
the  cursor  turns  into  a  palntbucket.  When  this 
happens  is  when  you  click  to  save  the  color  as 

3.  If  you  put  a  swatch  in  there  by  mistake  that  you 
want  to  remove,  simply  hold  down  the  Control 
(Ctrl)  key  and  click  on  the  color  to  cut  it  out. 

4.  If  you  are  going  to  be  doing  your  work  on  a 
different  computer  or  you  need  to  send  the  color 
palette  settings  to  another  colorist,  you  can 
actually  save  the  palette.  Click  on  the  arrow  in 
the  right  hand  corner  of  the  palette  and  select 
Save  Swatches.  It  will  ask  you  where  you  want 
to  save  them  and  request  a  name.  It  will  be 
saved  with  an  ACO.  Extension. 

Quick  Tip:  If  you  work  on  multiple  projects,  use 
two  or  three  white  swatches  to  separate  the 
different  sets  of  swatches  you  use  in  one  palette. 
That  way  you  do  not  always  have  to  keep  opening 
a  new  palette  every  time  you  switch  projects.  Most 
likely  you  will  be  able  to  use  some  of  the  colors 
you  have  created  on  other  projects. 

It  appears  I'm  running  out  of  room,  so  I'm  signing 
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